I always enjoyed creating Team Fortress 2 comics due to the expressions and characters I could attempt to replicate. Overwatch was no different. Erm, comic-wise.

While I wanted to create an Overwatch comic, the motivation and ideas were in the back of my mind. I suppose what brought it to the frontlines was a Reddit post from a comic artist seeking a good comic writer for his Overwatch comic. I attempted to apply, but he hasn't replied back.

It was then that I began thinking about creating a comic centered around an Overwatch character. Tracer's and Widowmaker's models were recently released in SFM and Garry's Mod at the time, but instead of doing the same thing every sex poser is doing, I'd rather shift the tone into creating a fun little comic on a popular character, Tracer.

-

When developing the idea, I was wondering what Tracer would do or talk about.  Then I thought back to my previous project, Hartman's Journal.  I realized that was a great idea of having a character narrate what happened in their day, and having Tracer doing a podcast/v-blog/whatever was a perfect fit for her.  Besides, she's one of those funsies type of girls.  She most likely has a following of fans she wants to connect with.  Since I couldn't find a see-through tablet model similar to what the security guard was using in the Overwatch cinematic, I chose another tablet, which you can assume that Tracer is still a bit of ol' fashioned.

Of course, I have to approach this in a lore-friendly way, so I researched into her origin video, various quotes in gameplay vids, and the announcement cinematic. I set this before Overwatch disbanded, so Tracer can still be insanely popular in the eyes of her fans.  She cannot give out every explicit detail of her mission, so she'll come off vague sometimes.

The setting before Overwatch's disbandment also became a point where I develop her character to be more quirky cocksure fun. I want her to be a bit happy and sometimes a bit cocky because she knows Overwatch has always got her back. After the disbandment, she becomes more determined and matures into a traveling vigilante. I looked upon Spider-Man as a source of inspiration since he's the cocky kid who, after a series of hardened battles and some travesty, matures into a determined superhero. I wanted to reflect that with Tracer since she acts like a kid.

For her personality, I decided to make her a fan of ice cream because that's how most v-blogs/podcast goes.  Talking about your day through a recorder and then thinking people are listening to it.  That's how my Dad is still married to my Mom.

I wasn't too sure if the ice cream part fits in the overall pacing since I want to just jump into it, but after some consideration, I realized that it fits her fun personality.

I was kind of worried that there might be too much words, but other comic makers assured me that it fits well with the large panel.

The area she's in is tr_target, but with some added barrels and crates so I can make it so dense and every single image has just so many things going.  You can assume she's in an Overwatch warehouse nearby Egypt and she's getting ready to head back to HQ.

-

Made with Garry's Mod and Photoshop CS6

Project began on December 11th, 2015.

-

To see Hartman's Journal:
http://imgur.com/a/XKxLs

For Tracer's model:
https://steamcommunity.com/sharedfiles/filedetails/?id=562524462&searchtext=tracer

For the Mercs model:
https://steamcommunity.com/sharedfiles/filedetails/?id=416707949

For the tablet model:
https://steamcommunity.com/sharedfiles/filedetails/?id=213181442&searchtext=mobile+computer

-

Anime Ace 2.0:
http://www.blambot.com/font_animeace2.shtml

I set this in Egypt because my other upcoming comic, TF2 Originals: The Egyptian Caper is still fresh in my mind. I always want to create a comic set in Egypt, and since Overwatch has a map set in this mystical wonderland, it was a no-brainer.

Tracer began complaining about the heat, which is an indirect reference to her gear.  Who wears leggings and a bomber jacket to the desert?  That's like wearing a Hawaiian shirt and khaki shorts in the mountains.

The excuse with the guns stems from the extractor of the model not also porting Tracer's guns. I can't use any other gun she brings from base because it would seem off-putting. Thus, I made her go for a non-lethal approach in his mission, which also fits with the whole "superhero" aspect.

As I mentioned before, Tracer seems pretty chipper and happy, but that doesn't mean there are times where she's feeling down. Having to pick herself back up from an uncomfortable scenario makes her more human and likable in the eyes of the audience.

There was some minor clipping issues with Tracer's left shoe in the first panel, so I did some crappy clone stamping to fix it.  I think it isn't too noticeable since people would pay attention to her vibrant pants.

For her time pack, I was considering to just leave the two rings out, but I eventually did it for whenever it was necessary.  I'd say the most difficult part out of everything was trying to make the rings into the appropriate perspective, which I am crap at.

Like Hartman's Journal, I decided to go with the ye olde page for the boxes because I think it fits best with the setting and Tracer might be a bit of an ol' fashion (she's using an outdated tablet).

The reason Tracer laughed is because she knows that it was a silly idea to wear a bomber jacket in the desert.  She probably continued to wear it because she either forgot to take it off before the mission or she wants to looks fashionable when kicking baddies in the teeth.  It also helps that in her origin video and the cinematics teaser, she seems to laugh at stuff that amuses herself.

I realized the visuals in both the comic design and the game's visuals began to look more like a children's comic, which I absolutely love because the Overwatch heroes are already sort-of based on comic books (for kids!).

-

Map:

cp_egypt

I was very slowly building new panels per day (at least two to four) because each panel would take a bit of work to do.  Sometimes I would even hit writer's block until I get that great idea.

For example, I didn't think up of Tracer suddenly timeporting to that guy until two days after I completed the panel where she gets comedically spotted by Poor Bastard #1.

When I made the bottom middle and left panels, I realized that there was too much space on the middle panel's right side, so I was planning to do that panel.  That bottom right panel became the last screenshot taken for the comic.  Procrastination!

-

Map:

cp_egypt

The top left panel is the very first panel where I attempt to construct Tracer's time trail.  I looked at Overwatch gameplay videos of how to replicate something like it, but then I realize that I'm crap at Photoshop and almost none of my trails look as good as Blizzard's.  So I decided to go for the simple route and I ended up with this.

-

Map:
cp_egypt

-

Bravo 2 (Servers) easter egg is in this page.

I was thinking about using a disembodied head of Tracer so present and past Tracer could be in the same frame saying the same thing.

After putting the head within the frame, I realized that was a terrible idea, so I settled with changing the speech bubble to represent what past and present-Tracer are saying.

About the secret hidden base within the pyramids, I suppose it's been influenced by playing Serious Sam 3.

I switched the merc weapons from ye olde SMGs to sci-fi guns because it means that patrols inside will be much more dangerous.

While touring around koth_nucleus to see if it would be a good map for the climatic battle, I discovered the top secret room, which was like strucking gold.

-

Map:
Panel 1 and 3, cp_egypt
Panel 2 and 4, cp_junction_final
Panel 5-7, cp_process_final
Panel 8, cp_5gorge
Panel 9, koth_nucleus

-

Two Frank (Servers) and a Katie Izaki (also Servers) easter egg(s) in this page.

You're a cheeky bastard, Frank.

I like to implement random easter eggs of characters from my original comic series, Servers, into a couple comics I make. You can usually find Frank easter eggs in a majority of my Team Fortress 2 comics.

I think for this comic, some of his appearances are easier to find than Steve the Bear's.

The keypad was originally going to be the TF2 Engineer's PDA, but I decided to go for a hologram route since this is the future after all.

The kicking panel was a swift kick to the gonads since I planned to build up that joke with Tracer running into a soldier and doing the same exact thing to his chestnuts but with a different result. Since it would ruin the pacing a bit, I remove the nutkick panel with a hastily-built chest kick.

For the second panel to page 5, there was also another image of Tracer also doing the same thing you see there, but taken at a slightly different angle and with different lightning. But I forgot to remove her armor the first time, so I had to go back and recreate the scene with her armor gone.

Oh yeah, you could also clearly see Frank and Katie (from Servers) in the background.  It's harder to see them in the new panel.

I got the idea for the birthday joke while I was returning from grocery shopping with my brother.  I thought about how Tracer would get discovered, which was originally through a security camera, but that would be too lazy.  Then the idea for a birthday came in.  Of course there's that cliche joke of party guests accidentally surprising the wrong person, but what if there's a slight spin on it?  It's quite possibly my favorite joke in the entire comic.  I laughed a couple times whenever I was developing it, then that laughter became annoyance while I was editing it, then I wanted to stab it with a spoon when I was re-reading it.  That's how I know it's a good joke.

I was trying to find a good enough room in cp_steel to hold the birthday in, but I settled with RED team's second spawn point, which was spacious enough for me to get a good angle for the repetitive shot, which was my goal.

You can't see it (or even know it), but the mercs in the second panel are bringing one of their friends to the stairs which will lead to the birthday room.  None of them are wearing party hats, so you can assume that one of the mercs present is going to his surprise birthday.

Tracer didn't bother to fight these guys because she lost her element of surprise and there was too many dudes to fight against.  She may have time powers, but she's not Supergirl.

-

Map:

Panel 1, koth_nucleus

Panel 2-4, cp_steel

-

Steve the Bear (Pyro & Bear) easter egg in this page.

Unused screenshot of her discovering the Top Secret room.  Evidently that door was crazy huge when she is put directly next to it, so I inched her closer to the camera for perspective.

Any eagle eyed viewers can see that I attempt to remove the large "D" sign from the area. I wanted to remove almost any traces that this is a gameplay base.  I kind of ignored the "Control Point" signs all around because those proved harder to remove due to its lightning effects.

I enjoyed making that pose where Tracer is hugging the gun.  It seems nonsensical and silly, which fits perfectly within my humor range.

-

Map:

Panel 1, cp_steel

Panel 2-4, cp_junction_final

I constructed this area of the map like a battle scene.  You can't see it that much, but I added in some barrels and crates to the left of the mercs in that map.  Whenever I make the scene, I think more like a movie director by how this character would move around her surroundings.

If any TF2 players have played this map before, then they know there are two door exits/entrances in this area.

I also blocked a doorway in the panel where Tracer is taking cover. I thought about how obvious it would be for other mercs to flank her, so I decided to block that doorway.

-

Map:

cp_junction_final

I say this is my second favorite action scene I made so far. I originally thought about Tracer flipping around to dodge bullets, but she has time powers that makes her teleport.  She's not part of The Matrix.

The two remaining mercs went closer together because Tracer could easily pick them off one by one.  Mainly the crates were blocking their line of sight from each of the doorway exits.

-

Map:

cp_junction_final

I have to say that Tracer didn't get a part where she's being overpowered by these guys. I messed up, but I just wanted to quickly get along with the scene and not stick around with fighting them for another page or two.

You can see in the background that I blocked the control point. Like I mentioned earlier, I construct the area like if I'm filming a scene. If a reader has played the map before, he would think, "Why wouldn't Tracer just take cover in the control point?" Well, I blocked it.

For the final panel, you can barely see it, but there is a merc in the background who discovered the battle and is calling for reinforcements.

Map:

cp_junction_final

I didn't plan for that much writing on this page.  Only the speaking parts were thought about when I was posing the characters, but otherwise, writing Tracer's narration came from sudden improv after I was done editing the page.

I thought about her means of escape.  Lakeside has a couple vehicles, but considering Overwatch's future setting, those vehicles would be severely ancient.  So I settled on simply getting extracted.

I wanted to bring in more baddies to surround her, but that would be overkill.

It was also monotonous to pose each merc that I decided to make a separate slightly-related picture.  You can see it after the ending.

-

Map:

koth_lakeside

-

Steve the Bear (Pyro & Bear) easter egg in this page.

Tracer knows that Overwatch clean-up is speedy, and she's been on several missions before that she knows the exact time they will arrive.

I wanted the mercs to say something to each other while she is counting down, such as, "Uhh, what is she doing?"

The mercs didn't instantly shoot Tracer because they don't want to run the risk of what happens if they shoot someone who is counting down.  Probably.

I settled for off-screen helicopters, which are actually just lamps, because there isn't a suitable futuristic helicopter with a cartoonish art design.

-

Map:

koth_lakeside

I have several other screenshots lying around where she has her arm armor on. I actually loved those a lot more than I what I took for this.

Map:

Panel 1-2, koth_lakeside
Panel 3-5, arena_badlands

For the ice cream scene, there was actually two other variations. Like the scene where she's eating her pizza, I forgot to remove her arm armor. Since I'm usually entrenched into just creating her pose, I forgot the remove it.

I like this one a lot, but I have to cut it for pacing.

Scrap screenshot in case if I want to use it.

Ditto to above, this is the second ending picture after I forgot to remove her arm armor. I used lens flare and sunbeams to replicate the sun. I turned off Garry's Mod shadows because I hated models not entirely touching the ground.

After the comic's release, I've seen several comments regarding this page's full frontal view of her ass.  When I was constructing this scene, I didn't think for a second about how well sculpted her ass was, rather that I wanted her to just look out to the sun.

So it's on people to suddenly think about her scrumptious rear end.

-

Map:

arena_badlands

This is the original ending with her arm armor.

I actually love this screenshot more, but I was too lazy to replicate it.  The sun is actually a well placed lamp.

Random reaction image to a user commentating on the comic's first page.

"She has really nice legs."

Uhh.

I loved this pose so much, I decided to take more screenshots of it, including this one.

This was created when I was the developing the scene where Tracer gets surrounded.  Since I had to pose eleven mercs holding a gun at Tracer, I thought, "This is going to take a while and it will be repetitive", so I decided to make this for fun before getting back into the comic.

The screenshot shows the characters from each of my other comics, such as the cast of Servers and Team Fortress 2 Originals.  This is to commemorate the now-released TraceCast and the upcoming Servers: Of Monsters and Men.

-

In reflection after completing this ten day project, I approached it with the intention of fully fleshing out a female character and make her likable for the audience, which I succeeded at.

I haven't made a feature-length comic for a couple years, but I was glad to see the result I pulled off with some of the posing and editing.  I do felt that the writing could use a bit more work since some of the transitions seem off. This was mainly due to the improvisation writing I typically use in most of my comics.

I shouldn't expect too much when I was making the comic. To be honest, I had this strange fantasy of Blizzard calling me up to join their writing team. Probably won't happen at this state, but I could always learn and get better.

Thanks for reading TraceCast!

- Ross "usaokay" Siev